All directions are written assuming the character is facing right (1P side). 
This replaces the abbreviations or individual direction names used in other forms of notation. 
Additionally, it uses common abbrevations and notations to indicate how moves are to be done during combos.

An advantage of numpad notation is its ability to simply and consistently indicate complex movement sequences. 
You're not really saving any space when you compare QCF (Quarter-Circle Forward) to 236, 
but writing 624624C is easier than "Right down left right down left C" no matter how else you might try to write it.

Buttons
These are pretty self-explanatory, but just in case: when buttons follow a numerical movement command, 
they indicate the attack button to press.
For BlazBlue, these are A, B, C, and D. Guilty Gear uses P, K, S, H, and D. 
If an attack button is listed on its own, the direction is assumed to be 5 (Neutral).

http://tinyurl.com/FitanCode